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Figure 1 1 : Player Registration Flow-Chart 
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Figure 12: Game Setup Flow-Chart 
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Figure 12: Game Setup Flow-Chart (cont'd) 
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Figure 13: Game Play Flow-Chart 
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Figure 13: Game Play Flow-Chart (cont'd) 
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Figure 14: Game Verification Flow-Chart 
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Figure 14: Game Verification Flow-Chart (cont'd) 
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Figure 15: Host-Player Transaction Flow-Chart 
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Figure 16: Secure Host-Player Communication Flow-Chart 
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